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IF YOU FALL WHILE BLADIflO AT 


8SMPH, 


YOU COULD GRIP OFF 

5 {pounds of f(esh 

BY THE WAY. THE GUY fCXT TO’YOU THINKS YOU COULD 



1 


LOSE SOME 
WEIGHT. 


You’re choking on a large piece ^ dirt, you’ve got a ^oi in yotirface and you swear you just lost 
your ear. You’re either dead or^^^^^lajj^ txf^eme ^mes7 Only on Sony VlayStatio^.i^he 

ohjecLoftj^ gamejts simple. Bike, blade, luge or board your ivay th'r o^^ the rocky crags oj^^h 
^JungleTof South Amerifaapdfour other radical courts while your opponent trieslo pla^tickball 
with your skull. Simple, right? The So.^ PlayStation provides ^-D graphics and superfiM ultra 
realistic game play. So when t^ mountain biker kicks you in the face, you’ll PlayStation 

become road pizza m beautiful 5-D. Now, who’s ready to start dieting? u r ^ ^ 
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LOVE THY NEIGHBOUR. 
WRECK HIS CAR. 
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WfOGAMlS 



WWF Wrestlemania 
Air Combat 1 

Scooby-Doo Mystery ; 

Mighty Morphin Power Rangers: 
The Fighting Edition ^ 


Power Up! 
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Readers' Tips 
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^ Saturn/32 Xtips^H 


UPlayStation/Game GearH 

1 Sega CD tips H 
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I'm usually super bored with 
my games. I can't stand it. I can 
beat all of them. They're too 
easy now. But I just read my 
first issue of Tips & Tricks, and 
it's great. I'm going to order a 
subscription. It's the best mag I 
have ever read in a long time. I 
like all the codes. They make 
me want to play my games, 
even The Lion King and Ecco: 
The Tides of Time. I'm going to 
show all my friends and give 
them your number. I want to 
join the Tips & Tricks club. 

—Brett McCrary 
Phoenix, AZ 



Thanks for the flattery and 
the support, Brett. We truly ap¬ 
preciated your letter. It's good 
to know that Tips & Tricks has 
rekindled your interest in the 
games you've already beaten. 
That's exactly how the maga¬ 
zine should work, and that's 
one of the functions of a good 
cheat code. As for the Tips & 
Tricks club...we're not so sure 
there Is one yet. But, hey, 
maybe you could start up a 
chapter in your town. You and 
your buddies could sit around 
reading Tips & Tricks all day, 
memorizing the codes for future 
reference. You should defi¬ 
nitely serve Ice cream. 

STEPFATHER NEEDS TIP 


I have a really big problem. 
A friend of mind gave me a 


I 


code for Road Rash II to get the 
"Wild Thing 2000" bike, and I 
lost it! I know that that code 
was from one of your issues. 
So this is the point: I NEED 
THIS CODE FOR MY STEPFA¬ 
THER. Whenever I go up to 
Toledo, Ohio, he complains 
about not having this code. He 
really wants this code. If you 
would be so kind as to reprint 
the "Wild Thing 2000" cheat, I 
would be very happy and 
might subscribe! 

—Jack Friesel 
Forest, OH 

Here's the code. Jack. (Your 
stepfather must really be giv¬ 
ing you a hard time about it!) 
At the title screen, hold 
Up+A+C and press the START 
button. Now you're obligated 
to subscribe... 



GET DOWN WITH THE MK 
SOUNDTRACK 

My friend Billy and my mom 
and I saw the Mortal Kombat 
movie just recently. It was 
fresh. I've seen it three times 
now. And even my sister came 
with me to see it the second 
time I went. So I was talking to 
my other friend Leon, and Leon 
says that you can listen to the 
MK movie soundtrack on the 
original Mortal Kombat game 
for the Sega CD. Is this true? Is 
there some kind of cheat for 
that? I want to get groovy. 

—Pollis Masters 
Pomona, CA 


Got a cool cheat, code or 
combo that hasn't been 
printed anywhere else? Send 
your best tips and tricks to: 
Tips & Tricks 
8484 Wilshire rt: ' 

Suite 900 

Beverly Hills, CA 902 
Our experts will test your 
tips and select the best—if 
you're the first to tell us 
about a valuable cheat, 
we'll print it and send you a 
cool new controller for your 
Super NES or Genesis, cour¬ 
tesy of STD Entertainment 
(USA), Inc.I 


Yes, Pollis, this is absolutely 
true. Of the 20 or so tracks that 
can be found on the Sega CD 
version of Mortal Kombat, the 
last six were also used for the 
movie. No, you don't need a 
special cheat for it either. Just 
start up your Sega CD with no 
disc installed to access the 
audio CD menu, throw in the 
MK CD and click on the "Play" 
button. (Remember to skip the 
first track; that's the one that 
contains all of the game data.) 
Or you can pop the CD into any 
audio CD player, and you and 
your mom and Billy and your 
sister and Leon can shake your 
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AMERICA’S LARGEST KILLER OF TIME 

ZOOP - YOU MAY ALREADY BE ADDICTED 
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(Infectococci) (Lockjawbadll!) 


The stages of Zoop 








Genesis' Super ^ 


Game Boy* Game Gear' 
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K«ep your trig ger finger worm, 
you’re gonna need if .......... s 

* throat if you don't ^ 


, you never know 
ind up there, 
t Like charting 
lugh outer space 
Asteroids®' and 
Missile Command®*, 
ere ' s debris 
srywhere. So pick a 
get and unload. Dig 
Der and it gets even 
in Defender®* and 
the enemy is as hard i 
ny nose. 

:hing slimy? That's 
red to all the 
fanged 


I crawling down your K 

throat if you don't \ 

watch your back in 
Centipede®* and Millipede®*. 
Don't pull out yet. Th< 
*’ ^ millions of Aliens in Ga 
'I Galaxian®* and 

• Space Invaders®’ 
who would Love to 
catch you with your 
guard down. And they're 
waiting with open mouths. 

So warm up your finger and t 
come out smoking. An 
find that your finge 


ik gotten sticky, that 
^j^^iYou'll get a better 


You'll get a better 
trigger and a bette 
surviving the Arcad 
j. Now ava i lab Le in 
paks for Game Bo 
Super Game E 
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With Midway’s WWF WrestleMania, de¬ 
signers Mark Turmell and Sal DiVita have 
delivered a full-featured arcade experi¬ 
ence that has the depth to captivate 
three different kinds of players: 
wrestling fans, fighting-game fans and 
those who were hooked on Mark and 
Sal’s last project, NBA JAM. Even casual 
players who don’t fit these descriptions 
have to admit that the game’s fast ac¬ 
tion, super-smooth character animation 
and all-important sense of humor are 
enough to keep them coming back for 
more. 

The biggest difference between WWF 
WrestleMania and all other wrestling 
games is that each of the game’s charac¬ 
ters is a real-life WWF superstar who 
was brought into Midway’s Chicago stu¬ 
dios to have his movements videotaped 
and digitized into actual in-game graph¬ 
ics. The result is a game that can be de¬ 
scribed as incredibly realistic—even 
though all of the wrestlers have been 
given somewhat superhuman powers! 

In this mighty 10-page feature, you’ll 
find a list of moves for each of the eight 
immediately-accessible wrestlers. You’ll 
also learn how the game’s combo sys¬ 
tem works, and how each wrestler can 
power-up to do big damage with the 
game’s Killer /nsf/ncf-style “automatic” 
combos. Best of ali, our exclusive inter¬ 
view with Turmeli and DiVita wili give 
you a behind-the-scenes look at how the 
game was created. 

In the words of Lex Luger: “Step into 
the ring—/f you think you can handle W." 
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STANDARD MDVES FDR ALL CHARACTERS 

• RUN—Press PUNCH+KICK simultaneously. While running, press POWER PUNCH to do a dive 
or POWER KICK to do a drop kick. To stop running, point the joystick in the direction opposite the 
way you’re headed. 

• UPPERCUT—Press i+POWER PUNCH while near your opponent. 

• GRAB—Press ^^+POWER PUNCH (or POWER PUNCH in front of your opponent while he is 
lying down.) Immediately after a grab, you can execute a “High Risk” move with 4<4<+POWER 
KICK or ^^+POWER PUNCH. If you’re the one who has been grabbed, a High Risk move 
trigger a reversal if you do it before your opponent. Most of the game’s wrestlers have other spe¬ 
cial moves which can only be used after a grab, and all of them can do simple combos from a grab 
by pointing the joystick in a certain direction and pressing a specific button repeatedly. You must 
do a grab before you can trigger any of the game’s “automatic” combos. 

• PUSH—Hold DEFENSE (BLOCK) and press PUNCH. 

• ROPE TOSS—Press «-t-+POWER PUNCH. Your opponent will be thrown into a run across the ring. 

• HIP TOSS—Press «-t-+PUNCH. Try this after a rope toss. The easiest way to throw your oppo¬ 
nent out of the ring. 

• POWER UP—Quickly rotate the joystick 360° twice. Temporarily gives you extra attack power. 


COMBOS 


Your combo meter charges up as you attack your opponent; experiment with different wrestlers to 
see which buttons and which attacks can fill it up. When the “COMBO" indicator is lit, you’ll be able 
to pull off a semi-automatic combo. First, grab your opponent, then do one of your character’s 
“combo starter” moves, usually -»-»-Ha specific button. When the first automatic attack starts, press 
a different button to advance to a different attack. In some of the combo sequences described in 
the following pages, you may need to press a specific button repeatedly to keep a combo going; 
it’s not a bad idea to press each of the buttons several times as the combo unfolds, just to guar¬ 
antee that the pre-programmed sequence will receive the button press at the proper time. We’ve 
explained one Killer Kombo for each wrestler, but there are dozens more; combos of 30 -h hits are 
rumored to be possible! 


FINISHrND MDVES 


Using the Undertaker, if you are standing on the left side of the screen with your COMBO indica¬ 
tor flashing when the words “PIN HIM” appear on the screen, press 4< 4< J'-hPUNCH to put your 
opponent six feet under. Are there “finishing moves” for the other eight wrestlers? Only Mark 
Turmell and Sal DiVita know for sure. (Yes, there are nine wrestlers in WWF WrestleMania-, read 
the interview below for more information!) 
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(12-issue) subscription. 


The more you 
give, the more 
you save! 
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By Hikos Constant 


N amco’s has brought arcade-quality flight simula¬ 
tion home with Air Combat for the PlayStation. 
What’s really great about this game is the variety 
of missions that you can fly. From air-to-air dogfights to 
tactical hits on military ground installations, you’ll need to 
develop all sorts of mad skills to get through this game. 

With the variety of planes, wingmen and paths, there 
is a certain amount of strategy involved that makes this a 
game for the science lovers in the audience. Start slow- 
on the “Easy" level—and you’ll develop from a rookie to 
an ace in no time. When you beat the game at the “Easy” 
and “Normal" difficulty settings, you’ll have many more 
planes to choose from, which will definitely make the 
“Hard” setting worth playing. Beat the game on “Hard” 
and you can start a new game that lets you choose any 
of the 17 missions right from the start. The following strat¬ 
egy tips are based on the hard game, so realize that if 
you’re playing the easy or normal levels, there will be 
fewer targets for you to hit. 














Mission 1 

This is the easiest of all the missions, fighter planes before completing the 
but it’s also crucial for laying a foun- mission in order to have enough 
dation that allows you to complete money to buy your next plane, the 
the rest of the game. Though it’s easi- MIG-31. If you don’t shoot all the 
est to just go after the E-767s and the planes during Mission 1, you won’t be 

C-5s, you must shoot down all the able to purchase your first MIG. 



M S Mission 2 


: ^ ^ ^^^M if you stayed cool, buy the MIG-31 that is now 

1 ^ available and fly the next mission. The MIG is im- 

portant because it has good defense so you won’t 
get shot down quickly. Your targets are the four 
B-52s, so concentrate on those—but keep trying 

1_to shoot down everything. You’ll need the extra 

7 rrash to hire good wingmen later in the game. 



Mission 3 

This mission centers around a good old- They all will try to lock on fast, so learn 
fashioned dogfight, but you’re not sure how to do evasive maneuvers (diving and 
what planes the enemy is using. Though it flying wild) and use your thrusters and air 
doesn’t really matter what you’re up brakes for precision flying. You should 
against—shoot everything!—you only still be using the MIG since it has the best 
have eight other fighters to shoot down: defensive capabilities in case you get 
four FA-18s, two TNDFs and two AV-8s. winged. 



Mission 4 


Donet City is the first mission with ground targets, 
so get ready for some iow-fiying fun. It’s aiso the 
first mission in which you’ll get to choose a wing- 
man. I recommend Yuliy; he’s a veteran with a good 
piane for the mission. It’s a little bit tougher to see Donet City because it’s 
at night, but don’t be scared. Just use your radar, especially the big map 
for location help. Destroy the ground targets that shoot at you by using 
your targeting button to switch which targets to lock on. Fly low and fast 
so they can’t get a bead on you. Again, you should use the MIG. As you 
go from the first target along the coast to the second part of the city in¬ 
land, watch for missile silos along the way that will try to shoot you down. 



Mission 5 



The refinery/pipeline is one of the hardest missions 
in the whole game. It requires some maneuverabili¬ 
ty, so by this time you should buy the F-14. Use 
Yuliy again as your wingman and go in low and fast. 
Pick off missile silos that will be shooting at you first, then hit 
the refinery. Follow each of the pipelines out to the three oil 
wells. You’ll be facing planes and more attack silos along the 
way, so watch out. Use your map with the refinery in the cen¬ 
ter as a reference point so you don’t run out of gas. 
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Mission 6 

Keep using the F-14 and Yuliy. There are 
three clusters of ground targets on this mis¬ 
sion. Take the first two and treat them as one 
by doing long fly-bys, picking off targets one 
by one. Watch out for the attack silos be¬ 
tween the two western targets. For the final 
ground target, you should use the targeting 
computer to pick off the attack silo first. 



Mission ? 


Buy an A-10 for the canyon 
run because you’re going to 
need a lot of maneuverability. 

Use the dark patch of earth at the bottom of the ravine to guide you 
because the walls can be confusing. Also watch for changes ir " 
floor’s elevation—you don’t want to end up a visitor here. There 
five choppers and four ground targets, so fly low. Don’t panic if you 
miss a target because you’ll be around a corner faster then they can 
lock on and if they hit you once, the A-10 has plenty of defense. Oh 
yeah—don’t miss the radar, because you only have one chance. 



Mission 8 


Go back to the F-14 for this one. (In fact, 
unless you want to experiment, you can 
use the F-14 for the rest of the missions 
unless otherwise noted in this strategy. 
The F-14 is the best overall plane in the 
game.) This time you’re up against two 
sets of stealth planes that you won’t be 
able to target until you actually sight 


them. Use either Yuliy, Riho or Timothy 
as your wingman. It’s best to go after the 
gunners that lead the stealth contingent 
first because they’re much more apt to 
kill you than the stealth fighters are. 
Once you’ve targeted a stealth, stay on 
its tail to give your missile a better 
chance to zero in on it. 



Mission 9 



Mission 

This rescue mission is good 
for getting cash to hire ace 
wingmen for the final mis¬ 
sions. Though you have to 
protect the plane by staying 
close, you must knock out the 
enemy’s ground base that is 
located behind you as you 
start the mission. If you miss 
this, you’ll wonder why you 


10 

keep failing the mission. 
There are a lot of planes here, 
so use your best judgment 
when going after a plane. 
They’re going to try to lead 
you away from your guard, so 
make sure you keep sticking 
close. Time is also of the 
essence here, so get the 
enemy quick! 
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Mission 11 

This is another steaith mission that requires visuai 
sightings on your adversaries. Hire a good wingman— 
preferabiy an Ace—because it’s the oniy way you’ii get 
through. In addition to the four steaith R-C01s that are 
your main targets, there are two B-2s and a B-1 that iead 
the pack. Make this one fast too, because if they bomb 
their target, you’ii have faiied your mission. 



Mission 12 

This is an ocean attack on five ships of the enemy’s fieet. The four attack 
cruisers that are iined up in front of you need two hits each to be de¬ 
stroyed and each one is going to be shooting at you, so watch out. The 
finai aircraft carrier takes five hits to finish off, with four guns shooting at 
you. if your wingman isn’t heiping you, cooi off of the ocean targets and 
hit some of the fighter pianes. You’ii need a lot of concentration for the 
water targets, so it doesn’t help to have other planes whizzing by. 



Mission 13 


This recon mission should be called 
“Everybody’s shooting at me!” You 
have to hit everything on this mission, 
so don’t think that just taking out the 
ground target is going to help you. Most 
of what you’re targeting are RAH-66 he¬ 


licopters—which are hard for the F-14’s 
computer to lock on to—so concentrate 
on these targets first. With the heli¬ 
copters and one ground target gone, the 
remaining F-15s and YF-23s will be 
easy. Just be patient! 




Mission 15 


The bridge is tough because there ar 
lot of attack silos. They’re also set u| 
such a way that if you attack one, 
other one will come up locked-on and 
nail you, even if you destroy the first one. For this reason, it’s best 
to attack the bridge at a perpendicular angle in order to deal with 
one target at a time. When you finally reach the bridge, watch out for 
the two attack silos on either side. They’re shielded by the bridge, 
and if you don’t get them they’ll take you out as you concentrate oi 
the bridge. After you’ve hit the bridge, attack the enemy’s runway 
with long passes, attacking from one side to the other. Don’t go 
right across the air field, or they’ll pick you right out of the sky. 
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Mission 16 


This is another canyon run, but this 
is no canyon iike you’ve ever seen. 
Part of it has a roof! Use the A-10 
again and try to get through the 
ravine fast. Don’t worry about getting 
everything, because some of the 


ground targets are nestied tight 
against the waiis. if you go for them, 
you’re going to piay the iast game of 
pinbaii in your iife. Lose the piane 
and you’ii be super bummed, be¬ 
cause you can’t buy another one! 



Mission 1? 


The Airborne fortress is actuaiiy very 
easy if you know what targets to hi 
Basicaiiy, you want to get behind ti 
fortress and aim at the four orange jets. 
On the “Hard” ievei, you’ii have to hit the jets three times each before 
they are destroyed. Once gone, you’ii be abie to aim for the center 
cockpit; this takes four hits. Just fiy fast past the mothership and avoid 
aii iock-ons. Use an Ace as your wingman to keep any fighters at bay. if 
you’re not playing the “Easy” or “Norma!” ievels, don’t even bother 
with the other targets on the mothership or you’!! just run out of fuei. 

if you sink the mothership on “Hard,” you’!! get the words “OMAKE 
(111)” in the top right corner of the titie screen. Start a new game oi 
“Hard” and your new mission map will allow you to choose any mis¬ 
sion—^just select one and press START. If you fly Mission 17 again and 
beat it, you’ll be able to go anywhere you want on an Easy or Normal 
game! Just save these new OMAKE games to your memory card and 
you can start wiring the game with any plane. 














HOC IlOV/ VICIOO 








coolest cartoons around, mostly due to 
Shaggy's smooth lingo and laid-back strut. At 

least, it was cool until that annoying Scrappy came on the scene. Now you get a 
chance to take control of the perpetually hungry Shaggy and his canine pal in this 
Genesis game from Sunsoft/Acclaim. 

Zoinks! This game is hard! Some of the puzzles had me yelling much harsher 
words than "Jinldes." This walkthrough should help you get the Mystery Machine 
out of neutral and let those pesky kids do the meddling that made them famous. 
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drawer in the dresser and take the 
antacid. Return to the hallway and 
use the dumbwaiter near the 
stairs to descend into the kitchen. 

After exiting the dumbwaiter, take 
the pot hanging from the ceiling. 
Push the flour in the cupboard, then 
look through the peephole where 
you'll see two shadowy figures talking 
about Uncle Blake. 


After the opening sequence. 
Shaggy and Scooby will be in the 
Lobby of the Blake Hotel. Look at the 
creepy painting, then open the 
door to the left of it. Walk through the 
door into the office, where you'll find 
a distress message from Uncle Blake 
on the chalkboard. Take the heater 
from the floor, then open the drawer 
in the desk and take the scissors. Ex¬ 
amine the book collection and the 
missing book for a clue that will be 
helpful later on. Return to the lobby 
and head up the staircase. 

In the upstairs hallway there are 
seven doors, six along the corridor 
and one at the end which is locked. 
Open each of the six unlocked doors 


Kii.' to see a series of chase scenes. At the 
end of the sixth or seventh chase. 
Shaggy and Scooby will emerge 
through the locked door, which will 
now remain open. Go through the 
.' door into the gardener's bedroom. 

Open the drawer in the nightstand 
' and take the book. Now open the 


One of them will throw a crumpled 
note into the fireplace. After they 
leave, use the pot with the sink 
to fill it with water. Exit the kitchen 
through the swinging doors. 

In the cafe, talk to the chef. He 
won't believe you are hungry. Eat the 
antacid to make him leave. Once he 


is gone, take the key hanging behind 
the counter. Open the cabinet in the 
lower right-hand corner of the room 
and take the can opener. Push the 
radio in the upper-right corner to re¬ 
veal a compartment on the side. 
Open the radio and take the bat¬ 
tery. Now exit the cafe through the 
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archway on the right to return to the 

Use the pot o' water with 
the fire to put it out, then take the 
crumpled note, which contains a 
clue about finding the dungeon. Open 
the outside door to the left and walk 
outside. Walk down the steps and to 
the left, where you'll find a snowman 
and a shed. Take the shovel from the 
snowman. Use the key with the 
lock on the shed, then open the shed. 
Take the crowbar, the work 
gloves and the weed killer from 
the shed. Use the shovel with the 
snowman, then take the frozen 



bell. Walk back to the right and use 
the shovel with the snow-cov¬ 
ered doors. Use the crowbar 
with the double doors to break 
the lock, then open the doors and go 
down into the basement. Open the 
locker and take the extension cord 
inside. Take the screwdriver sitting 
in the lower left corner of the room, 
then use the stairs to find a secret door 
into the office. 

Return to the lobby and up the 
stairs to the gardener's bedroom. Use 
the work gloves with the poi¬ 
son oak. Take the air freshener 
hanging from the antenna, then take 
the bed springs from the bed. Walk 
back to the hallway and use the dumb¬ 
waiter to return to the kitchen. Open 
the microwave, then use the frozen 
bell with the microwave. Shut 












the microwave and then use it. Open 
the microwave again and take the 
cow bell. Take the beads on the 
floor and the can of chili from the 
shelf under the peephole. Use fhe 
con opener with fhe chili to give 
Shaggy a much-deserved snack. 
Push the refrigerator and take the 
soda tab from behind it. Walk to 
the right, and use fhe screw¬ 
driver with the vent covering. 
Use the empty con with the 
termites in the wall to capture some 
of the critters. Walk back through the 
swinging doors into the cafe and exit 
left to the lobby. 

Use the cow bell to summon the 
Bellhop. Talk to the Bellhop to find 
out that he collects Native American 
artifacts. Give the beads to the 
Bellhop, and he will tell you that he 
is looking for a Kachina Doll he 
dropped in the woods. Walk outside, 
and use the heater with the 
bear. You'll need to power it up, so 
use the extension cord with 
the heater. Once the bear is 
awake, use the poison oak with 
the bear. After he knocks over the 
totem pole, use the totem pole bridge 
the lake. 



Once you are outside, use the 
bed springs. Take the Christmas 
lights while Shaggy is bouncing. Go 
through the double doors down into 
the basement. Use fhe crumpled 
note on the wine rack to open 
the secret passage. Go through the 
passage into the mine. Find and take 
the three wheels hidden along the 
walls of the mine. One is at the far 




Once you are across the bridgi 
jse the fishing pole. Use 
I the pole repeatedly until you 
I catch a Kachina Doll. Take 
I the doll. Use the scissors 
I with the rope tied to the pier 
I and take the rope. Walk back 
I across the bridge and enter the 
I hotel lobby. Use the cow bell to 
I summon the Bellhop again, and 
give the Kachina Doll to 
the Bellhop, who will give 
you a goblet in return. Take 
the goblet, then exit the hotel. 


left, another is next to the right of the 
door you entered through, and the 
third is next to the support beam to the 
left of the mine car. Use fhe wheels 
with the mine car, then use the 
mine car to descend into the shaft. 
Walk right to the pond and use the 
air freshener, then walk through the 
open archway into the maze. 

Now you'll need a source of light 
to proceed into the maze. Use fhe 
Christmas light with the bat¬ 
tery, then use the soda tab with 
the battery. When you've assem¬ 
bled the light, simply use the flash¬ 
light and you can begin. Use the 
map below to find your way through. 


After you complete the maze, you'll 
find yourself in an ancient tomb. Walk 
to the vegetation-covered wall on the 
right and use the weed killer 
with the killer lettuce. Walk 
through the exposed doorway into the 
dungeon. Use the rope with the 
cuffs next to the hole, then use the 
rope to find Uncle Blake. Talk to 



Blake, then use the termites with 
Uncle Blake to set him free. You 
will automatically be put back in the 
dungeon after you hear Scooby get 
into a scrape. Follow Blake into the 
tomb and give Blake the book. 
Use the goblet with the statue, 
then talk to the statue. Choose 
"xyzzy" as the magic word and the 
medallion will appear. 

After taking the medallion, return 
through the maze to the pond. Walk left 
to the shaft and use fhe hose with 
the engine. Use the hose with 
the gas to fill the engine, then use 
the big red switch to turn the en¬ 
gine on. Now use the cart to ride 
back up into the mine. Walk through 
the top door to the basement where the 
ghost is chasing Scooby. Use the 
medallion with the hook hanging 
in the middle of the room, trapping the 
ghost and saving Scooby. 




Now sit back and watch the 
somewhat unrewarding end se¬ 
quence to find out who has really 
been haunting Blake's Hotel (and 
watch that sly dog Fred try to 
take some of the credit!) 
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Ha Ha 
Carnival 



mouth which is the fun- 
house. After entering the 
funhouse, you will be in a 
room with a rotating floor. 
There are three exits, but to 
enter them you must attempt 
to move in the opposite di¬ 
rection of where you wish to 
go. First, move right to enter 
the left-most tube, which will 
drop you in the Hall of 
Mirrors. Walk right until 
you come to the mirror with 


guess they won't be any help this time 
either. Walk back to the Front Lot, 
then head up through the blue arch¬ 
way (marked with the closed sign) to 
the Boardwalk. 

Open the trash can next to the 
funhouse to find the mummy ban¬ 
dages. Continue walking right, past 
the funhouse and the roller-coaster 
until you come to the Madame 
Zelda machine. Take the yellow 
coupon from the machine, which will 
give you a free shot at the fHammer 
game. Walk up to the taffy puller and 
take some taffy. Now walk right and 


wheels and push the mirror to get 
rid of the scary clown. If the clown 
spooks you away, come back and 
push the mirror before the clown is in 
view. Take the spark plug the clown 
drops and exit to the left. 

Enter the funhouse again, and this 
time go down to enter the center tube. 
This will drop you in the Bumper 
Cars room. Use the taffy with 
the engine, then use the switch 
to start the cars. Use the bumper 
car and prepare for battle with the 
clown. The best way to defeat him is 
to avoid the walls at all costs, then 


enter the Boathouse, which is the 
building marked with the anchor. Take 
the boat and the bottle from the 
pool. Open the bottle, then look at the 
note, which will tell you that someone 
is being held prisoner in the haunted 

Exit the Boathouse and walk left 
until you come to the gaping clown's 



ram him when he is stuck against 
them. If he defeats you, come back 
and try again. Once you win, he will 
run off, dropping a dart. Pick up the 
dart and exit to the right. 

Once again, enter the funhouse. 
This time move left to enter the right 
tube which leads to the Haunted 
House. Take the boots from the mon¬ 
ster. Open the coffin to reveal the 
mummy, then pull the bandage 
after the coffin is closed. If Shaggy is 
too scared, simply pull the bandage 
again to free the carnival man¬ 
ager. Now exit the Haunted House in 
the lower left corner of the room. 

Walk left from the boardwalk to re¬ 
turn to the front lot. Talk to the kid 
to find out that he wants a water pis¬ 
tol. Walk right and enter the Ham¬ 
mer Game. Give the coupon to 
the attendant, then use the 
hammer with the hammer 
game. That didn't seem to work, so 
pull the pole next to the game to 
turn the tables on the cheating atten¬ 
dant. Walk back through the front lot 
to the boardwalk, and continue right 
until you reach the entrance to the 
back lot. 

Go into the back lot and use the 
ladder to the left to reach the bungee 
jump platform. Use the bungee 
harness, and take the bucket while 
Shaggy is bouncing. Once you're 



back on the platform, use the ladder 
to return to the bock lot. Return to the 
boardwalk and use the bucket 
with the faucet next to the taffy 
machine. Go to the 
back lot and walk 
right until you reach 
the balloon stand. 

Use the balloon 
with Scooby to 
get the magnet 
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from the ferris wheel. Now walk right 
to the diving bell. Use the valve in 
the bell, then open fhe hatch once 
you are submerged. Use the mag¬ 
net v/ith the treasure to retrieve 
some tokens, then use the bucket 
with Inky, the baby octopus. Use 
the valve to return to the surface. 

Walk all the way back to the front 
lot, then enter the Arcade tent to the 
right. Use the tokens with the 
crane game to get the water pis¬ 
tol (it might take a few tries, but it 
seems to work best if you leave the 
crane in its starting position and wait 
until the pistol is at the back of the ro¬ 
tating platform.) Enter the door 
marked "Employees Only" to the right 
of the strong man, which leads to the 
dressing room. Take an applica¬ 
tion from the table, then open the 
trunk and take the wrench. 

Return to the front lot and give 
the water pistol to the kid. 
Walk right to the fortune telling ma¬ 
chine and use the tokens with 
Madame Zelda. Ask the question 
'hat is 


break. Take 
the head from 
the broken ma- 

the Roller 
Coaster booth 
and give the tickets to the at¬ 
tendant to find out that you must 
have at least four riders. Enter the fun- 
house again, and move left so you will 
enter the tube to the haunted house. 
Use the wrench on the bolts in 
the monsters neck, then exit. 

Walk back to the kid and 
talk to him until he agrees to 
ride the roller coaster with you. 

After the attendant tells you the 
kid is too short, give the 
boots to the kid. Don't 
worry, if you have Zelda's 
head, the attendant will still let 


you ride after the kid runs off. Once 
you are on the roller coaster, quickly 
use the brake handle. After you 
are safely stopped, use the bolts 
with the track. After the track is re¬ 


will get the authorities, while Shaggy 
and Scooby must stay and trap the 

After this scene, enter the front of¬ 
fice to the right. You can talk to the 
manager, but he is rather u 
willing to help (especially co 
sidering that you freed him). 
There is a stamp on his desk, s 
use the rubber stamp 
with the application. Re¬ 
turn to the front lot and e 
the arcade tent. Use the tick¬ 
ets with the dart atten¬ 
dant, then use the darts 
(the darts he places on the 
counter that is, the one in your 
inventory won't work.) Play the game 
three times to win the teddy bear. 

Time to prepare for your daring 
capture. Go left to the dressing rt 
and use the application with 
the bulletin board. Walk through 
the front lot and take the sign, then 
go to the back lot. Give the teddy 
bear to the balancing bear, and 
take the ball she leaves behind. Use 
the brush with the bucket with 
Inky, then use the Inky brush 
with the sign. Use the sign to 
complete your trap. Now you have to 
get the clown into the ferocious beast's 
cart, so while he is standing ther 
looking confused, use the dart 
with the ball. 


Now you can enjoy the second 
(and much more rewarding) end si 
quence, and wonder what it 
world happened to the authorities 
your so-called friends were supposed 
to be bringing. 


paired, use the brake again. On the 
second roller coaster screen, quickly 
use the second brake. If you miss 
either brake, you can ride the coaster 
again without hassle. Open the 
shed next to the track and take the 
paint brush. Now use the brake 
again to finish the ride. 

Walk to the front lot, and walk 
down the pier to the pond. Use the 
spark plug with the boat, then 
use the boat with the pond. 


After the rest of the gang are saved, 
there will be a brief cut scene in which 
the ever-helpful Fred tells you that they 
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OKAY, YOU CAN. 



Now playing on Sega Genesis' and Game Gear" 

FOR MORE INFORMATION, PLEASE VISIT SEGA'S WEB SITE AT http://www.segaoa.coni OR ON COMPUSERVE AT GO SEGA. 
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Across the room a gorgeous blonde in skin-tight leather 


beckons for you. Is it the 


beating by Sofia, Battle Arena Toshinden ’s " Qi 


: movement and 


1 camera: 


some of the 


lemorable 


Save your quarters and look foi 


massacres 


Battle Arena Toshinden and 50 other titles includit 


Mortal Kombat " 3 on the PlayStation before Christmas. 


PlayStation 













SUPER NES 
Strategy 

by Tyrone 
Rodriguez 


S o I say to Chris and Betty, "How about doing 
something on the new Power Rangers fighting 
game?" They say, "That would be morphinomi- 
nal, Tyrone!" All right, then, it's decided. Though I'm 
ashamed to admit that I watch the TV show, I don't 
mind saying that Power Rangers: The Fighting Edition 
is among the best fighting games that the Super NES 
has to offer. 

Here are some juicy special moves and combos that 
you can sink your teeth into. The combo system relies 
on chain combos linked with standard combos—you 
know the kind, where you finish with a special attack. 

To charge the attack bar for your Power Attack, you 
must perform a special attack at the exact moment 
when the attack bar is completely filled; this must be 
repeated three times. Once the attack bar flashes with 
lightning, you have a limited amount of time in which 
to perform the Power Attack. The longer you wait, the 
less powerful the attack becomes. 

Combos and special attacks can generate more hits 
if they're timed in conjunction with the power bar. 
Some combos listed may work only if the attack bar is 
full. Time your combos carefully for maximum damage! 

If you're knocked down, you can get up more 
quickly by wiggling the D-pad or joystick back and 
forth rapidly. 

It is possible to counter-throw an opponent who is 
attempting to throw you. Once both fighters grip one 
another, whoever jams on the buttons fastest will get 
the throw. 

To get combo-counters to appear on the screen, just 
visit the Option menu and change the "Face Displa/' 
setting to "Off." 

Note: In the moves lists on the following pages, the 
word "Attack" refers to the standard attack methods 
(buttons X and Y in the default control configuration) 
and "Slash" means using the fighter's weapon (buttons 
A and B). All moves are shown as if your character is 
facing the right; reverse the left/right arrows if you're 
facing left. 
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miu Karnsa 


Rising Uppercut:-»>l> ^+Quick Attack 
Dashing Uppercut; ^+Hard Attack 
t: ■!< ^-»+Quick or Hard Attack 


Lunging Attack: -»+Hard Attack 
Lightning Power Attack: 

4< ^-»+Quick or Hard Attack 
Aerial Stomp: >k+ any two buttons simultaneously 
Throw: (near opponent) -»+Quick or Hard Attack 




Go into a Hard Try to get a Fireburst in 

Slash (up to 8 hits) after the Hard Slash 






Ninja Spin: 


i: 4-«-+Quick or Hard Attack 


miu 


Ninja Clow Slash; 4- ^-»+ Quick or Hard Sbsh 


Lightning Dash: -»-»+ Quick or Hard Slash 
Ninja Spirits Power Attack: 

4' ^^4- ^-»+ Quick or Hard Attack 
Fire Bomb; 4>+any two buttons simubneously 
Throw: (near opponent) -»4Quick or Hard Attack 


Do two low Quick Now do a low Hod Finish wA the Fire Bomb (1 hit.) 





KriUR Komsa 


Angled Sword Phantoms: 4< ^-»4Quick Shsh 
Straight Sword Phantoms; 4'^-»+Hard 

Slash 

Sword Spin: 4< «-+Quick or Hard Slash 

Backhand: -»+Hard Attack 


Headbutt: (near opponent) -»+Hard Attack 
Atomic Sword Power Attack: 

4' ^-»4' ^-»+Quick or Hard Slash 

Aerial Stomp: 4>+any two buttons simultaneously 

Throw: (near opponent) -»+Quick Attack 


Attack (1 
hit) 


down^ 

v^Mhe 
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KtLUR KOt??0O 



Jump in with a 
Hard Attack (1 hit) 



Red Laser: i^-^+Quick or Hard Attack 
Rising Slash: -»4'^+Quick or Hard Slash 
Mid-Air Flight: 11 
Air Dash: -*-* (in air) 

Reverse Dash: «-«- (in air) 

Air Laser: (in air) t +Quick or Hard Attack 
Dive Bomb: (in air) Quick Attack+Hard 
Attack simultaneously 


Throw: (near opponent] -»+Quick or Hard 
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Ground Lightning: 4-^-»+Quick or 


miLtti Katnao 


Teleport: ^ 4' «-+any button 
Hand of Fate Power Attack: 

4 ^-»4 +Quick or Hard Attack 
Staff Stomp: 4+any Iwo buttons simultaneously 
Throw: (near opponent] -»+Quick or Hard 




mLtf^ Kotr^Bo 


Jump in with a high 
Quick Slash (3 hits) 


mm 


Claw Attack: ^4 ^+Quick or Hard 
Attack 

Long Distance Claw Attack: 

4 ^-»+Quick or Hard Attack 

Double-Hit Claw Attack: -»+Hard 

Attack 


Stretch Clow; 4 +any two buttons simultaneously 
Slam: (in close] -»+Quick Attack 
Double Slam: (in close] -»+ Hard Attack 



Do three consecutive standing 
Qukk Attacks (3 hits) 



Add one standing Qukk Slash at 
the end of this easy combo 





At the charodei'select screen, hold YouH be in control of Ivcn Ooze, He's extremely powei' 

the X Old Y buttons and press START, the game's hidden choxxter. ful, but cannot block. 


Power Slap: Quick Attack 
Power Toss: Hard Attack 

Laughing Sparks: 

Energy Pillar: Quick Slash or Hard Hard Attadt 
Slash 

TO PLAY AS rVAB OOlt tt? frBHTtOB tWOD^i 
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T he scenario: A psychotic father goes ballistic at Los 
Angeles National Hospital, killing everyone in 
sight. Meanwhile, his daughter Laura is having flash¬ 
backs about cannibalism. Talk about the model Cali¬ 
fornian family! 

Upon entering the hospital, its tranquil halls myste¬ 
riously change into the blood-laden corridors of an 
extra-spooky Victorian mansion. Now you've got just 
two hours to get the hello out of there. 

Video games don't get much weirder than this. D 
looks and plays like it was designed by Salvador 
Dali. For those who may be having trouble getting to 
the end, we offer the next few pages as a succinct 
walkthrough of the entire adventure. Use this guide 
only if you're stuck at a certain point. And remember: 
Don't play this game alone... 
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A s soon os you 
begin the gome, 
turn around to ex¬ 
perience your first of many 
flashbacks. From the dining 
room, head upstairs and 
get the paper found inside 
the dresser drawer. While 



' you're in the upper room, I 
take the key from the fire- | 
place, then go back down- | 




stairs and place the paper 
in the bowl of water to see 
an important clue. 

Go back upstairs and 
open the drawers labeled 
IV and II in that order. Take 
the socket wrench and 
head down to the barrel. 



Place the socket wrench on 
top of the faucet in front of 
the barrel. Head to the 
locked door within the 
same room. (Notice the 
number 78 on the door.) 

Now you're ready to re¬ 
turn to the dining room. 
Use the silver key on the 
locked door. Once you're 
inside the room, head to- 
^ wards the left. You'll see a 
strange kind of slot ma- 
I chine by the bed. 

To solve this puzzle, you 
must make the numbers 78 
appear by using the slots. 
The left dial takes three 
steps to stop. The right dial 
also takes three steps to 
stop, but then it will ad¬ 
vance a number of steps 
equal to the number on the 
left dial. (Did I mention that 
I hate this puzzle?) 



Take the ring and return 
to the room with the barrel 
and locked door. Place the 
ring in the hole found in 




the door. Voila! It's opened! 

A rather large Indiana 
Jones-ish boulder now fol- i 
lows the heroine—don't 1 
worry, you just have to , 
watch. i 

When you end up in the : 
i bedroom, go directly to the j 
: painting and push the A j 
, button. You'll hear an evil ! 
1 laugh, but don't be scared; i 
you're also getting clued in 
on the next puzzle. (Note 
that the deer is at the bot¬ 
tom of the painting.) 

Go to the turntable 
found next to the bed and 
turn it until the deer is at 



the bottom of the screen. 
Open the door and go 
straight across to the other 
door. Get the gold key 
from the corpse and head 
for the bookcase for an¬ 
other flashback (if you 
haven't already had it.) 
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■ Now go back to the bed¬ 
room and open the desk ! 
I drawer with the gold key. > 
j Take the book over to the ■ 
[ bookshelf and place the * 
I book on the bookshelf to ' 
I reveal a secret door that | 


ni 


leads to the "turning 
room." 

There are 1 2 turning 
points in the turning room, 
but some aren't necessary. 
Turn the wheel three times 
to reveal a door. Go down 
the stairs to a room where 



nately, you can't get it yet, 
so your best bet is to return 
to the turning room and 
spin the wheel seven times. 
This leads you to the knight 
encounter. 



f You must follow these di- | 
I rections when the prompts ‘ 
appear so the knight won't 
I knock you into the well: 

Left, Right, Left, A. If ^ 

you've done this c 
you'll get the sword. 



Take it with you whei 
you return to the turning 
room and turn the wheel 
another seven times. 

Head for the door found 
near the fountain in the 
garden—near the Sagittar¬ 
ius and Aquarius statues— 
and use the sword to open I 
the door. Go to the viewer I 
on the second floor and I 
view the symbols for Sagit- | 
tarius and Aquarius. The I 
color for Sagittarius is I 
green (upper right corner) I 
and Aquarius is light blue I 
(second from the right on [ 
the bottom row.) 


Go to the respective 
statues and give them the 
appropriate colors; the 
water from the fountain will 
drain into the room where 
you saw the chest earlier. 

Return to the turning 
room and turn the wheel 
an amazing ten times. 
Now go get that chest. 
Oooh! A gun! 


Back in the turning 
I room, turn the wheel three I 
I times. Go to the stained t 
window and break it I 
with the gun. Laura will ^ 


1 automatically climb 

out. I 

Now go straight thn 

Dugh ! 

the hall to receive a 

mes- I 

sage from your father. 

1 

When you're midway i 

through the hall and facing 1 

i away from the shutters, | 

’ face left and walk 

into 

j what appears to be a 

wall; t 
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Left Lever 

Near 

Middle 

Far 

Near 

Middle 

Far 

Near 

Middle 

Far 


Right Lever 

Near 

Near 

Near 

Middle 

Middle 

Middle 

Far 

Far 


1 Clockwise 

2 Clockwise 

1 Counter-Clockwise 
0 

1 Clockwise 

2 Counter-Clockwise 
1 Counter-Clockwise 


Right Gear 

2 Clockwise 

3 Clockwise 

4 Clockwise 

3 Clockwise 

4 Clockwise 

5 Clockwise 

4 Clockwise 

5 Clockwise 

6 Clockwise 
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I it will open to reveal the 
dreaded gear room. 

What you are now fac¬ 
ing is, in our opinion, the 
I most devious of all the puz- 

I zles in D. While we don't 
want to deny you the spe- 

i cial joy of solving this puz¬ 
zle for yourself, we will ex- 
I plain the basics of the way 

I the gears work. 

In front of you are two 
gears, two levers and one 
red button. The object is to 
get the red ball in the left 
gear lined up with hole in 


the right gear. When you 
press the button, the gears 
will rotate; how far they ro¬ 
tate and the direction they 
go in depends on the posi¬ 
tion of the levers; use the 
handy chart on this page 
to see how to set the levers 
in order to get the gears to 
turn the way you want 
them to. 


From this point forward, 
you're on your own. The 
designers of D have al¬ 
ready finished a Saturn 
version of this game, and a 
sequel is already in the 
works for 3DO's M2 accel¬ 
erator upgrade. Rumor has 
it that at the beginning of 
the sequel, we learn that 
Laura is pregnant... 
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The more 


The Ultimate 
Gift Idea! 

~~ Your first 12<4ssue 

ViDEoGAMis sutiscription 
is only $19.95. 

You lltMiy only ULS for 
oach additional 
subscription, plus 
avaryona racaivts a NEW 
VioeoQAiiES iMt, FREE! 
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layers 


count! 
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lig heads and baby mode arcade feature! 


secret characters, 


NBA Jam TE,..Get Pumpe 


MIDWAY 
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These Are Partial Lists f Win a $25.00 Funco Gift Certificate! 


More Titles Are Available! 

We Also Offer; Gameboy, Game 
Gear, Saturn, PlayStation, 
Sega CD, 3DO, and Sega 32X 

Want Something? Can’t Find It? 
We’ve Got it! 

We seii previously played video games 
and accessories at great prices. 




Call Funco Today!® 

612 « 946«8112 


V. 




















































Jaguar/3DO tips 




























































FOR QUICKER SERVICE 
CALL: 

1 - 800 - 386-7595 

Credit card orders only. 


give, the more 


Your first 


subscription is 
$19.95. You’ll pay 
only $ 14.95 
for each additional 
subscription. 
















3 DO t i M 


3DO tips 
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Venom*’ has been violently split from his living costume spawning 
five deadly alien Symbiotes, In fierce fwo-player acfion, Venom joins 
forces wifh arch-enemy, Spider-Manf to face the new strain of evil 
brought to life by chilling computer-rendered graphics. Between the 
merciless Jury and awesome allies like Ghost Rider and Daredevil, 
Venom's out to part his Symbiote offspring from fheir newfound lifel 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com. 


Il^o prutif is made from these scans, nor do we offer anything 
ivailable from the publishers themselves. 
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